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MIDWAY Games hit the high seas, both 


— 


racing game at ATE! Show in. 
London. The greatly anticipated | 
game, which began shipping 
this month, features 13 high | 
performance — superboats 
battling on 11 unique and 
visually stunning water tracks. 
“Hydro Thunder is the most 
visually impressive game I’ve | 
ever seen,” raved Ken Fedesna, 
executive vice president and 
general manager of Midway 
Games. “The graphics are 
stunning, and the player is 
immersed in the world of 
superboat racing. The game utilizes cutting- 
edge technology to deliver an intensely- 
competitive 
experience.” 
| As the game begins, 
' players are challenged to 
compete in the Hydro 
Thunder Racing 
Association 
(HTRA), an 
underground 
clan of racing 
renegades that 
don’t let 
anything get in 
the way of 
their racing 
fun. The HTRA 


racing 


literally and figuratively, last month when it 
introduced Hydro Thunder, a 3D superboat 


has no rules, no restrictions and no manners. 
No waterway is too dangerous, and anyone 
who dares race in the HTRA needs to focus 
on one goal only: finishing first. 
Game controls immerse players 
in Hydro Thunder’s competitive 
;atmosphere. They include a 
realistic superboat throttle with 
| a lighted booster thumb button 
that controls acceleration, a 

steering wheel that features 
| active feedback so players feel 
the effect of the rough waters 
and even a subwoofer built into 
the seat, providing additional 
player feedback from the 
powerful boats. 

“There are a wide range of 
boats to choose from,” said Steve Ranck, lead 
programmer on the Hydro Thunder design 
team. “The beginner boats allow novice 
players to get used to the game and 
immediately have a good time, while the 
advanced boats give expert racers a wide 
range of features that impact the race. 
Selecting a boat is a key strategic element 
for advanced racers.” Players are challenged 
to guide the boats through a wild variety of 
watercourses from around the world. Each 
course includes unique water, weather and 
land conditions, all of which affect the 
performance of the boats. Beginner courses 
feature glassy lakes and light waterfalls, while 
advanced courses challenge players with 
choppy waves, icy slopes and fierce storms. 
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Rail Chase 


VERY ‘DIFFERENT’ GAME. 
COMES WITH 
COMPRESSOR & 
ELECTRONIC MECH 
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Neo Print 


PHOTO MACHINE. STILL A GREAT 
EARNER (PAPER CHARGE EXTRA) 
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Ol OpPecials 
Dangerous Curves 


UNIQUE DRIVER/MOTORCYCLE 
COMBINATION. COMPLETE 
WITH ELECTRONIC 
MECHS & DOOR 


BRAND NEW. 
COMPLETE 
WITH NEW 
DOOR, 

ELECTRONIC 
COIN 
ACCEPTORS. 
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Hot Specials — 


Strike Fighter DX ‘Stadium Cross 
FULLY MOVING * TOP MOTORCYCLE EARNER, COMPLETE WITH 
UNIT a ‘ ELECTRONIC ACCEPTOR 


POINT BLANK 2, the long awaited sequel to the. . 
very popular and innovative POINT BLANKis 
loaded with all the elements of a winner. 


Over 70 zany scenarios to keep player 
interest for a long, long time. 


2 


» Three levels of difficulty. 


» Stages are randomly selected 
for a different game every time! 


» Competitive and cooperative scenarios. 


= bee The number of shots and time 
INTERESTING con ) a Dag ent allowed varies from stage to stage. 


MOTORCYCLE . cd A ~_ , is 
PICTURE a # J ‘a ; ‘ P aft POINT BLANK 2 is loaded withh*®— aus . “ses 
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Or two OQ, = rde4. »ted gun game. 
ELECTRONIC 1 , & : | “ ; Instr” 1 4 \. 9s: BOTH x 40°W x 46"D 
MECHS ,-—, ; : er * ) \ . worsumption: 200 watts 


STILL A GOOD - yy 
EARNER i : =_ Also available as a kit complete with 2 state of the art 
COMPLETE WITH — o ' _ guns, 2 buttons, CPO, marquee and cabinet graphics. 
ELECTRONIC 

MECHS 


REDEMPTION 
WINNER COMPLETE 
WITH ELECTRONIC 
MECH 


The Game Creator 
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The annual Amusement Showcase 
International Trade 
Show (ASI) was held at 
the Las Vegas 
Convention Centre 
March 10-12. The 
event is sponsored by 
the American 
Amusement Machine 
Association (AAMA) in 
corporation with the 
Amusement and Music 
Operators Association 
(AMOA) and is certified | 
by the Commercial 
Service, a US, 
Government Agency 
committed to the 
export development of 
US manufactured 
products. 


MIDWAY 

The hit of the show in straight video games 
was undoubtedly Midway’s new Hydro 
Thunder, an exciting speed boat game which 
can be linked up to 4 stations. The game 
which runs on a PC based system generates 
high quality graphics. The sitdown cabinet 
includes steering and throttle controls as well 
as a super-charge button for fast acceleration. 
Initial earnings from test locations in the 
United States and other countries indicate 
that Hydro Thunder is an outstanding game. 
The industry has not previously seen a multi- 
link speed boat racing simulator before but 
co-incidentally, there were two other speed 
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t showcase international 


boat games released at ASI. This includes a 3 
monitor game from 
US based company 
Sticcor and another 
game called 
Thunder Boats 
which was 
developed by an 
Australian company 
Perceptions who are 
based in Sydney. 
Most observers 
seem to think that 
| the Midway Hydro 
| Thunder was head 
}and shoulders 
| above the other two 
| games. 


| PINBALL 2000 

| Although previously 
debuted in London 

and Tokyo, Midway’s Revenge from Mars was 

shown for the first time in the United States 

to an enthusiastic audience of operators and 

distributors. 


NBA SHOWTIME 

Basketball is a major sport in the United States 
and NBA Showtime is going to be a smash 
hit in market where basketball is popular. 
Featuring the latest players from the NBA 
which are photographically reproduced on 
screen, it is like watching a major basketball 
game and being able to control the players 
on the screen. Midway are no new comer to 
basketball having had previously successful 


ANYBODY who took the escalator at the 
recent ATEI Show to visit the International 
Casino Exhibition (ICE) would have noticed 
a number of differences. The first would be 
the noise levels, because after the maelstrom 
of ATEI, ICE was an oasis of calm. Secondly, 
visitors would have noticed the size of the 
stands - each one larger and more impressive 
than the last. But there was a similarity 
between the two shows in terms of machine 
content. Touch-screen, once again, was 
making its mark on almost every stand. 
Although amusement and gaming are sister 
industries, a number of obvious difference 
spring to mind. Amusement machines have 
to work a lot harder to attract players who 
are, in many cases, passing trade. But people 
travel to casinos with the express purpose of 
playing at the tables and on the machines. 
This difference is reflected in the content 
of touch-screen games within the two 
industries. The touch-screen gaming 
machines are quite conservative and stock to 
casino-theming; bingo, roulette and video 
poker being the most popular formats. People 
play amusement touch-screen machines to 
be entertained, but they play gaming touch- 
screen products in order to win money. 
However, touch-screen provides the 
players with a different format in which they 
can win money and its one they enjoy. 


THE CHIPS AREN’T DOWN 


“Touch-screen games have been extremely 
successful in the gaming environment 
because they offer a high level of interactivity 
between the player and the machine, which 
is more enjoyable for the player,” says Marta 
Marti, communications manager at Unidesa. 

If touch-screen allows players to get more 
involved in their gaming environment then 
it may seem strange that a number of 
manufacturers are producing touch-screen 
versions of the roulette table, for the casinos 
themselves. 

Atronic has developed a stand-alone 
touch-screen video roulette game which 
looks and plays as must like the real thing as 
possible. Piles of chips are lined up at the top 
of the ‘table’ and to place their bets, players 
drag chips onto the desired number. 

Stranger still has to be Novamatic’s linked 
roulette system which places a camera above 
the main casino roulette table and beams the 
images to a number of touch-screen terminals 
in aneighbouring room. Here players are able 
to place their bets and take part in the game 
remotely. 

“It may seem odd,” says Jens Halle, head 
of Novomatic’s international sales 
department, “but a lot of people feel very 
nervous at a proper roulette table. They don’t 
know what to do and they may feel the 
croupier is unfriendly.” 

However, although linked touch-screen 
terminals have become the norm it might be 
some time before we seen touch-screen 
tournaments linking casinos across Europe. 
“It might work in America,” says Halle, “but 
it is different in Europe. In Germany for 
example, you can have two different tax 
structures in two neighbouring states, which 
complicates the situation enough, never mind 
linking countries.” 
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TOUCH-screen has become coin-op’s 
alchemy, turning the base metals of weaker 
markets into pure gold. But with increasing 
competition and the threat of market 
saturation, can this phenomenon continue? 

There are already some 30 companies 
packed into this fledgling amusement market, 
but it’s odds-on that there will be more come 
the end of the year. 

Currently, the undisputed king of the 
touch-screen court is Funworld with its Photo 
Play product. “Funworld has 54 percent of 
the market share,” claims managing director 
Josef Ohlinger. “The other two largest touch- 
screen game manufacturers have 30 percent 
between them and, in my opinion, the 
market place is just starting to open up. But 
only ten percent of people who visit a bar 
will play the machines and we want to attract 
the other 90 percent. That is our desired 
market.” 

This is not perhaps as ambitious as it 
sounds. “Touch-screen games appeal to 
women in a way other machines don’t and it 
has been proved that they bring additional 
revenue to a site rather than taking money 
away from other machines,” says Lou 
Rudolph, vice president of sales at Merit 
Industries, which produces Megatouch. But 
now the games have been around for a few 
years and the format has become familiar to 
players, manufacturers have introduced a 
number of new ideas to keep the appetite 
for touchscreen keen. 

The Austrian company’s latest brainchild 
is called SMART, a counter-top touch-screen 
game which really looks nothing like a game 
at all. “Its size means we can site machines in 
new places,” says Ohlinger. “Whenever 
anyone is waiting for anything they can be 
playing our machines.” 

The average touch-screen console 
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contains between 30 to 60 games and can 
be easily upgraded. “Operators are too often 
furniture movers,” says Lou Rudoplh. “The 
beauty of touch-screen games is that with 
software upgrades there is no need to move 
them for three or four years.” But only a 
fraction of the total number of games are ever 
really played so it is quality rather than 
quantity that really counts. “About 85 percent 
of earnings on one machine are taken by only 
six to ten different games,” admits Rudolph. 
And Ohlinger agrees: “It is easy to offer 80 
games buy only eight to ten are every really 
used.” 

Card, trivia and skill-based games are the 
usual touch-screen fare, but many 
manufacturers are also offering erotic games 
as part of their overall package. Companies 
such as Spain’s Compumatic with its Toca Me 
unit even use full motion video as part of its 
game design, so for every correct answer a 
woman actually removes an item of clothing. 

Funworld is the only major player which 
does not offer an erotic option, marketing 
the games as ‘free of violence and 
pornography.’ The company has also 
exclusively licensed registered names such as 
Trivial Pursuit, Star Trek and World Wildlife 
Fund making its games subtly different from 
others on offer. 


products in the NBA Hangtime series. 

Although Konami also showed a 
basketball game Play by Play, most observers 
believe that Midway’s NBA Showtime was the 
better of the two products. 


TOUCHMASTER 6000 
Midway produced a range of Touchscreen 
games in both counter top and upright 
cabinets. Although another USA company, 
Merit Industries have dominated the 
touchscreen market, Midway have made 
substantial inroads with their innovative 
technology and their growing library of top 
rate games. The current 6000 series is a highly 
competitive production and places Midway 
in a position to capture additional market 
share. Although Touchscreen games have 
been extremely popular in 
North America, Europe and 
the UK, they have not made 
significant inroads in 
Australia, New Zealand and 
South East Asia. 


KONAMI PLAY BY PLAY 
Konami have produced 
successful basketball 
games in the past and 
Play By Play is no 
exception. Available in 
either a 2 player or 4 
player kit, Play By Play 
features 29 NBA Teams 
which enables players to 
battle through NBA play 
offs as they aim for the NBA 
finals. 

Ground _ breaking 
polygonal CG creates the most 
realistic NBA players and intense 
game graphics. Multi-angle instant replay 


rewards great plays with high intensity 
graphics and sound effects. The kits are 
available for both medium or standard 
resolution monitors. 


KONAMI GUITAR FREAKS 

Featuring two life sized electric guitars, the 
conventional strings have been replaced by 
3 neck buttons and a central picking lever. 
This allows the player to perform the same 
functions as an expert would on a string 
guitar without the necessity to have the 
appropriate skills. 

The players are prompted by video 
indicators on the screen to press the neck 
buttons and flick the picking lever to create 
their own brand of guitar music either blues, 
hardrock, punk, fusion, heavy metal or funk. 
There are 3 playing levels, practice, normal 
and expert and players can build up 
combos for a high score. 


KONAMI DANCE DANCE 
REVOLUTION 
The two player dance 
simulator turns the arcade 
FE into a disco. Video 
prompts instruct the 
player to place their feet 
for various dance moves 
which are coordinated to 
music. Four pressure 
sensitive pads record the 
dancing skill of each 
player and score points 
are awarded accordingly. 
The player picks a tune 
then watches the screen 
to determine which floor 
pads to stamp on. There are also 
hidden modes for dance experts. 
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KONAMI THRILL DRIVE 
Konami have a good 
reputation for driving |gkxe 
games and Thrill Drive is ACTIO 
no exception. The game 
includes a number o 
driving courses in Europe, | ~ 
Japan and the USA. It also 
has a hand brake feature | 
similar to GTI Club.>® 
Perhaps the biggest? 
feature is that in the United 
States, it is available as a 
kit to convert any previous 
Konami driving game plus | 
most driving games from 
other manufacturers. 


KONAMI EVIL NIGHT 
Sold under the name of Hell Night in the 
Australasian region, Evil Night is a 3 player 
gun game available both in a 50” projection 
screen and a 29” standard cabinet. It is also 
available as a kit to convert 
other gun games. There 
are 5 stages with multiple 
paths. Players are required 
to search for hidden keys 
which will enable them to 
change their path. There 
are also secret paths for 
greater challenge. 

Players 1 and 3 have 
hand guns with special 
weapons and penetrating 
bullets. Player 2 uses a 
shotgun for greater 
penetration. 


A TERRIFYING EXPERIENCE! 


CAPCOM POWER 
STONE 
Programmed for the Naomi 128 bit graphic 


engine has enabled Capcom to produce 3D 
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graphics superior to 
anything else produced 
— previously. The game 
@ includes a number of 
| interactive stages including 
move, climb, pickup, 
break, thrust and even 
stand on objects. Capcom 
also provide a converter kit 
which allows the Naomi 
| hardware to be used in 
standard JAMMA cabinets. 


AINTERACTIVE LIGHT 
SAVAGE QUEST 

: Savage Quest is a dinosaur 
fighting game on a PC system. The graphics 
and detail are of high quality as are the sound 
effects. It is built into a special cabinet to 
enhance the sound effects. It is built into a 
special cabinet to enhance the sound effects 
and provide greater visual exposure on 
location. Some observers have commented 
that although the game 
graphics and play is of high 
quality, the game lacks 
<= depth and will not provide 


PLAYER 
SHOOTING 


Rare SUfficient ongoing 
challenge for a high level 


of repetition play. 


PRIZE REDEMPTION 
COASTAL DOUBLE JAM 
This miniature basketball 
game _ is _ essentially 
- designed for children and 
is a pint sized version of 


YOUR ’ : 
ict Coastal’s highly successful 


semen fll size Triple jam machine. 


The game features two 
baskets. The top basket is fixed and the lower 
basket moves from side to side for added 
challenge. Colourful eye-catching graphics 


TWIN GEM6GO ...... ° 


Last month’s ASI Show in Las Vegas gave 
leading jukebox manufacturer NSM the 
opportunity to spotlight its successful 
Gemfire wallmount jukebox, while 
introducing its latest wallmount juke, the 
Gemstar. “We believe our new model’s 
combination of features and attractive 
appearance are certain to make it a hit with 
music operators,” declared NSM America 
Executive Vice President Bill Ward. 

The introduction of the Gemstar comes 
six months after the introduction of NSM’s 
Gemfire. Since that time, NSM says it has 
enjoyed strong sales of its new wallmount 
design as it incorporates a number of new 
features in an attractive, eye-catching cabinet 
appearance. “We are pleasantly surprised 
with the market acceptance of our new 
wallmount design,” Bill noted. “Since 
November, our sales have exceeded our 
production capacity. We’re in a backorder 
situation now, and we're still working to catch 
up!” 

Ward believes market acceptance of the 
Gemfire wallmount design is based on several 
factors. For starters, the 
features incorporated 
in the design are those 
that operators require. 
“When we_ began 
developing this new 
wallmount design, we 
made a point to solicit 
the input of jukebox 
operators across North 
America,” he stated. 
“Many of the features 
we incorporated - such 
as an eight-jacket title 


display, easy-to-access-and-service 
components, easy-to-change lightbulbs, and 
bill and coin acceptance - were done as a 
result of listening to experience music 
operators. As a result,” he concluded, “we 
built a product the market wanted.” 

Next, technical quality and reliability. 
NSM’s MBC III] CD Changer, which protects 
the jukeboxes CD’‘s from dirt and damage. It 
also ensures that no CD jukebox on the 
market provides faster delivery of music. This 
can result in higher earnings and less service 
costs over time. 

“While we were very keen to incorporate 
the features we knew that operators 
wanted,” states Ward, “we knew that we had 
to bring it to the market at a competitive 
price. We've been able to achieve that, and | 
think that it’s another reason why the Gemfire 
has been so strongly accepted by North 
American operators.” 

On the heels of the Gemfire’s success, 
NSM will introduce another wallmount 
design at the upcoming ASI Show. The 
Gemstar incorporates all the same features 
of the Gemfire while offering jukebox 
operators a contrast to the flashy appearance 
of Gemfire. As Bill Ward put it: “Gemstar 
incorporates a bright, starlit night-sky in its 
graphics with a pewter-coloured door frame, 
giving an elegant appearance that will satisfy 
operators who require a more subdued 
appearance for a location. Having the 
strongest value in a wall jukebox, we’re 
certain that this second model will provide 
an alternative to expand the locations 
available for placement. Gemstar or Gemfire 
- a look for every location. You make the 
choice which one fits!” 
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POINT Blank 2 is the long-awaited followup 
to the very popular and innovative original 
of the same name. The new game is a one 
or two player gun game, featuring over 70 
zany scenarios to keep player interest for a 
long, long time. Controls consist of two 
buttons and two state-of-the-art guns. The 
player chooses from one of three levels and 
then ready themselves to best their opponent 
or the CPU. The CPU randomly selects four 
stages. Stages are either competitive or 
cooperative. The number of shots and time 
allowed also varies from stage to stage. 

In one of the competitive stages players 
must “shear” a quantity of sheep in the time 
provided. In another stage, the players must 
shoot a treasure chest in one shot while it is 
spinning on a Ferris Wheel. If the correct 
treasure chest is hit, it opens and the player 
is awarded a bonus life. In a cooperative 
stages, the players must shoot a car 60 times 
while it is falling from the top of a building. 
If they fail, they're toast! “Point Blank 2 is 
loaded with hilarious scenes that appeal to 
players of all ages,” Frank Cosentino 
promised. “This low-cost game will surely be 


a hit in a variety of locations. The game ratings 
is “suitable for all ages.” 


"ASK ABOUT OUR 
AUCKLAND/ CENTRAL 
NORTHLAND Robert Briggs 


Ph O07 346-3783 
Mobile 025 946-724 
Fax O7 346-3784 


Ph 09 525-8135 
Fax 09 525-6410 
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FINANCE OPTIONS" 
LOWER N/I SOUTH ISLAND 
Mike Cook Garth Ennor 


Ph 04 384 6753 
Mobile 021 500-065 
Fax 04 384 6754 


Ph 03 338-1411 
Mobile 025 221-8694 
Fax 03 338-1410 


and an entertaining light and sound package 
coupled with sturdy steel construction for 
long lasting durability makes Double Jam an 
attractive product for locations that cater for 
children. 


COASTAL WATER HIGH RISE 

Water games have always been popular at 
carnivals and fairs. Coastal have now 
converted this carnival theme concept to 
coin-op operation with a ticket dispenser. The 
player operates a water 
gun to concentrate it on 
a target which activates a 
mechanism to raise a 
teddy bear up a pole. The 
player who succeeds in 
getting their teddy bear 
to the top of the pole first, 
wins and is awarded 
tickets. 


COASTAL TRIPLE JAM 
Coastal’s unique adult 
basketball game features 
three nets with top and 
bottom fixed and the 
centre net moving from 
side to side. The player must try and drop 
the ball through all three nets to maximise 
the score and ticket payouts. Features include 
sturdy steel modular telescope construction 
for fast assembly, optional ticket dispenser 
and bill acceptor, adjustable redemption 
tickets setting, 1 or 2 players, dazzling 
graphics, light and sound package, optional 
progressive bonus sign and game link for 
multi-game competition. 


SKEEBALL TOWER OF POWER 

The designer of this game was obviously 
inspired by Star Trek or something else from 
the space age. The unique looking cabinets 


contains an action packed game with futuristic 
lighting and sound effects. 

The Tower features two columns of 
streaking light bars. Players attempt to stop 
the first column on the desired ticket payout. 
Matching the second column to the first 
doubles the winnings. A Jackpot system is also 
available. Even though it is a three player 
game, it has a footprint of only 54” square 
with a height of 103”. 


SAMMY SPORTS ARENA 
JUMBO 

Sammy USA Corporation 
have been very successful 
with their original Sports 
Arena game which has 
proved extremely popular 
in street locations, 
especially retail malls and 
stores. Because the original 
game was limited in the size 
of merchandise to be 
offered, Sammy have now 
introduced a Jumbo version 
which stands about 75” 
high, 74” wide and 32” 
deep. 

The machine features a_ sleek 
contemporary design, quality constructed 
secure cabinet, anti-tilt feature, operator 
adjustable, capacity for 144 prizes which can 
be up to 8 1/2” wide and 11” high. Each hook 
can hold a prize up to 8.80zs in weight or 13 
lbs maximum for each carousel. 6 carousels 
can be adjusted to 4 to utilise even larger 
prizes if required. The machine also features a 
unique prize vending mechanism, an easy 
prize set-up and is fully self-contained with 
no attendant necessary. 


DREAM ISLAND BULLS EYE 
Dream Island Co Itd., a Korean based 
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manufacturer has produced this new 2 player 
gun redemption game. The gun fire pellets 
and uses a lazer beam to aim the pellets at a 
paper tag which suspends the merchandise 
item from a moving bar. 

The object of the game is to tear the paper 
away with the pellet so that the merchandise 
package falls and is retrieved by the player. 
There are a total of 6 bars each holding 5 
merchandise items giving a total capacity of 
30 prizes. 


FUN INDUSTRIES COPY CAT 

Options include extra credit, bonus prizes or 
free play. The machine has a large capacity 
for merchandise. Other features include 
sound effects, flashing lights, digital scoring 
and a large storage space for prize 
merchandise. 


BAYTEK SOCCER BALL 

Since the original skeeball concept, other 
manufacturers have been devising different 
type targets ranging from basketball hoops 
to knock-over puppets and now Baytek has 
introduced a soccer theme with a series of 
holes representing different score values. This 
large machine is 2.5 ft wide, 11.25 ft long 
and 7 ft high. 


FIVE STAR REDEMPTION DINOSPIN 

This highly themed cabinet is sure to attract 
attention at any FEC location. The 
manufacturers claim that dinosaur themed 
games always prove to make more money 
and have much greater longevity than other 
games. Players spin the bone and use their 
dexterity to land on the “win” areas with the 
optional “go for more” feature, they can 
skillfully try and double their tickets when 
they spin the bone again and land on a 
dinosaur. 


PAGE 10 


RAINBOW ANIMAL HOUSE 

This is just one of the series of crane machines 
manufactured by the California based 
Rainbow Crane Company. This large crane 
machine has a footprint of 42” x 33” and is 
75" high. 

Cranes are as popular as ever in the United 
States and in fact all over the world. The great 
thing about cranes and other merchandise 
machines is that their popularity is determined 
only by the quality of merchandise contained 
within them. If the operator is in-tune with 
the products of the moment, training can be 
maximised at all times. 


RAINBOW LIGHT HOUSE 

This prize redemption game works on the 
same principal as the Sammy Sports Arena 
except that the rotating lights are built into 
the control panel rather than the main cabinet 
area. The mechanism uses spiral type vendors 
which have a greater merchandise capacity 
in terms of volume and size. Because the 
rotating light system is incorporated in the 
control panel, it gives more room in the 
cabinet for prize merchandise. 


BENCHMARK DOZERS 

Coin pushers are nothing new but Benchmark 
have added a new concept to the conventional 
pusher system. 

Each cabinet features three bull dozers 
which sweep the coins or tokens off the 
playfield and are converted to ticket payout. 

Benchmark have a history of developing 
unique redemption games with some of their 
more successful operations including Big Haul, 
Claim Jumper and Drill-o-Matic. 


Courtesy Malcolm Steinberg 
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MONITORS 


Standard service & repair cost 
(excludes flyback transformer) 
KORTEK, PENTRONIC OUR SPECIAL 
$70 PLUS GST & POSTAGE. 

3 MONTHS WARRANTY 


POWER SUPPLIES 
Standard service & repair cost 
EAGO 
$45 PLUS GST & POSTAGE. 
3 MONTHS WARRANTY 


ELECTRONIC COIN MECHS 
Standard service & repair cost 
C120, NRI, MICRO MECH 
$65 PLUS GST & POSTAGE. 
3 MONTHS WARRANTY 


We fix a whole range of 
other monitors (Williams, 
Bally, Konami, Sega, Namco, 
Capcom, SNK), logic boards. 
Why not give us a ring and 
see what we can do for you. 


With our service, backup 
and industry expertise, you 
know it makes sense to use 

our professional skills. 

Remember we are only a 

call away. 


Phone Colin Vital 


03 338 1411 


Coin Cascade Service 
Department 


35 


SUITABLE COIN MECHS 
6 month warranty on programming 


NO MICRO SWITCHES 
use your own micro switches - 4 switches 
not supplied, 4x Micro Swtiches & 
Joystick $17.00 


AVAILABLE UNTIL 5/5/99 OR UNTIL CURRENT STOCKS RUN OUT. 
ALL PRICES IN THIS MAGAZINE ARE GST EXCLUSIVE. 


"ASK ABOUT OUR FINANCE OPTIONS" 


AUCKLAND/ CENTRAL LOWER N/I SOUTH ISLAND 
NORTHLAND Robert Briggs Mike Cook Garth Ennor 
Ph O09 525-8135 Ph 07 346-3783 Ph 04 384 6753 Ph 03 338-1411 
Fax 09 525-6410 Mobile 025 946-724 Mobile 021 500-065 Mobile 025 221-8694 
Fax O07 346-3784 Fax 04 384 6754 Fax 03 338-1410 
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SPORTS VIDEO: 

A NEW LOOK 

An innovative new coin-op video from 
Midway is NBA Showtime, the 
NBA on NBC. Factory 
execs Say it redefines the 
sports video genre. It’s a 
3D, four-player basketball 7 
experience created by the @ 
same team that designed both 
the original NBA Jam and the @ 
recent NFL Blitz series. Utilising 3 
licenses from both the NBA 
and NBC, there are hundreds of instantly 
recognisable NBA faces and voices, from 
superstar players like Shaquille O’Neal and 
Karl Malone to NBC announcer Isiah Thomas. 

“The player graphics and movements in 
this game are so realistic that it’s like watching 
an NBA game on NBC,” said Mark Struhs. 
“The NBC license adds to the overall network 
multimedia presentation of the game. This 
takes the sports video game to a whole new 
level.” Midway’s design team spent hundreds 
of hours creating unique models of each of 
the NBA superstars in the game. From 
intricate details on their faces to specific one- 
on-one moves, breakaways and signature 
dunks, the Midway designers created 
realistic, “virtual” versions of each NBA 
superstar. 

“We knew that the advanced hardware 
system would allow us a level of realism 
unprecedented in a video game,” said Sal 
DiVita, lead artist on the NBA Showtime 
team. “We decided to take full advantage of 
the opportunity, watching endless hours of 


NBA game tape to study the 
looks and movements of each 
player. It was a lot of work, but 
the results are amazing as each 
player looks and plays like the 
real thing. NBA fans will be 
amazed at the depth and 
realism of the game.” 


WILD MOVES & 
VERSATILE 
CONTROLS 

The designers knew that looking good was 
not enough, however. Player control is one of 
the biggest challenges of designing an 
entertaining 3D sports game. NBA Showtime 
features 49-way joysticks to provide pinpoint 
control and players on both the offensive and 
defensive ends of the court. “The game 
focuses on fast action and wild, athletic 
moves,” said Mark Turmell, lead programmer. 
The 49-way joystick provides and easy 
interface for accurate player control in the 3D 
environment.” 

NBA Showtime also continues the Midway 
tradition of taking conventional sports games 
to a wild, fantasy level. Players are capable of 
superhuman, acrobatic dunks, passes and 
steals. There are no fouls; the referee’s work is 
done with the jump ball at the beginning of 
the game. “We are creating entertainment,” 
said Struhs. “By changing the rules and going 
beyond the real-world abilities of the players, 
we provide a highly entertaining fantasy 
basketball experience that is unique to NBA 
Showtime. This is a game that players will be 
talking about and seeking out on location.” 
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MIDWAY SEES COIN-OP 

SALES STABILIZING 

Chicago’s Midway Games has announced 
results for their fiscal year second quarter 
(ending December 31, 1998). Compared to 
the same quarter of the prior year, home 
vidgame revenues jumped to $175 million, 
an increase of more than 10%. But coin-op 
revenues fell about 25% in the same 
comparison, from $94 million to $72 million. 
The company blamed “decreased units 
shipped and a product mix that included 
fewer sitdown driving games that have a 
higher sales price.” Midway said coin-op sales 
in fiscal 1999's second half “will be adversely 
affected by weak market conditions in the 
coin-operated video game _ industry 
generally,” but predicted to do as well in the 
second half of fiscal 1998 nonetheless. Good 
news for Midway came from financial analyst 
James Lin (Wedbush Morgan Securities), who 
told Internet newsmag “Red Herring” that 
the factory's “Wavenet” system for remote 
interactive video gameplay is a hit. “In the 
markets where it’s been tested, coin drop has 
increased three to four times,” Lin said. 
MORE MERGERS COMING! 
Valley-Dynamo, Midway Games, Merit 
Industries and a least one leading redemption 
factory have all told RePlay they are in 
“acquisition mode.” All four manufacturers 
have either merged with, bought the assets 
of, or been sold to, another company in 
recent times. All four firms say they have the 
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resources and a keen interest in buying up 
more factories to diversify and strengthen 
their coin-op position ... Also on the merger 
front: OEM suppliers 3Dfx Interactive Inc and 
STB Systems Inc., announced merger plans 
on December 13, 1998. In January, they 
jointly announced on PRNewswire that the 
Federal Trade Commission has granted early 
termination of the required waiting period. 
The deal now requires an okay from 
shareholders in both firms. 3Dfx makes 
vidgame hardware systems for factories like 
Midway and Atari; STB makes multimedia 
accelerators. 


3 “DOWNLOADING” JUKES AT ATEI 


According to British-based trade publisher 
Centaur Communications: January’s London 
trade show was slated to see three “digital 
downloading jukeboxes” on display, one 
British, one German and one Canadian. The 
British entry is a satellite-connected video juke 
network that can download music and 
images to many locations across Europe 
simultaneously. It’s from Sound Leisure, which 
developed the product in cooperation with 
Allied Breweries. SL company founder and 
CEO Alan Black stated: “It’s just as easy to 
download videos as it is music.” Meanwhile, 
Centaur said German factory NSM has 
teamed up with Phonographic Performance 
Ltd. to test NSM’s Virtautrax Digital Remote 


Williams MEDIEVAL MADNESS 
Bally CHAMPION PUB 
Bally CIRQUS VOLTAIRE 


Williams ARABIAN NIGHTS 
Bally ATTACK FROM MARS 
Bally SCARED STIFF 

Bally NBA FASTBREAK 


1 
£ 
3 
4. 
5. Williams NO GOOD GOPHERS 
6 
/ 
8 
9. 
10. Williams JOHNNY MNEMONIC 


Z Williams MEDIEVAL MADNESS 
3. Willams NO GOOD GOFERS 
4. Bally ATTACK FROM MARS 

5. Bally SCARED STIFF 


2. Bally MEDIEVAL MADNESS 

3. Williams MONSTER BASH 

4. Williams CIRQUS VOLTAIRE 

5. Williams NO GOOD GOPHERS 


NOTE: Williams/Bally games only sited. 


Capcori E PINBALL MAGIC 
3. Sega TWISTER 


2. 
3; 
A. 
a, 
6. 
ye 
8. 
9. 
1 


LAl HAPPY HOBOS 
ICE CYCLONE 
LAI RIPPER RABBIT 
Harry Levy SUPER HOOPLA 
LAI SKILLTESTER 
LAI TURTLE MERCHANDISER 
Taito SOLOTTOL 
Sammy SPORTS ARENA 

0. LAl STADIUM BASKETBALL 
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ICE HOOP FEVER 
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Seidel GOIN’ ROLLIN’ 
0. Bob’s Space Racers WATER GAME 
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Sega VIRTUA STRIKER 2 98 
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Sega DAYTONA 

Namco TOKYO WARS DX 
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3. Konami THRILL DRIVE DX 3. Sega VIRTUA STRIKER 2 98 
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: Sega HOUSE OF THE DEAD 5. Namco QUIZ MY DREAM HORSE 


0. Namco TEKKEN 3 . 


jukes in various British locations owned by 
BLMS (unit is shown here at November's IMA 
show in Germany). Testing was due to start 
right after the ATEI Show, with full production 
slated for mid-1999. A central server will likely 
be established in Leeds, with manufacture 
and development of the NSM digital juke 
transferring from Germany to Britain this 
year. Canada’s TouchTunes also showed their 
Genesis at ATEI; the company is reportedly 
working with a major British brewery on 
developing a wallbox version of their 
downloading product that may to into a host 
of UK pubs. 


DYNAMIC MOVE SEES BIRTH OF 

US GIANT 

The merger of two of the largest table game 
manufacturers in the world, Valley Recreation 
Products and Dynamo Ltd, was finally 
completed on 29 December 1998. 

The headquarters of the new company, 
Valley-Dynamo LP, will be in Dynamo’s 
former facility in Richland Hills, Texas. 
Dynamo’s president Bill Rickett will be CEO 
of the new company and Valley’s chairman 
and CEO Richard Shelton will be the 
president. 

As previously reported in AB Europe, 
Valley-Dynamo LP plans to maintain the two 
companies’ individual product lines, 
although it will consolidate manufacturing 
at Dynamo’s Texas plant by 31 March. The 
sales and marketing staff will remain 
unaffected by the merger. 

“This move represents a major 
investment back into the industry, forming 
on of the ALE amusements companies in 
See the world,” said Chris 

7 2A 
= Brady, Dynamo’s vice 
— AE oresident of sales and 
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VIDEOLOGIC JUMPS FROM 

SEGA TO NAMCO 

Computer chip developer VideoLogic is on 
the verge of a licensing deal with Namco to 
supply chips for coin-op games. 

The Company, which already designs 

_ graphic chips to power 
Sega’s Dreamcast 
platform, has 
_ enjoyed a 
| strong run on 
the stock 
exchange in 

recent times. This 
comes on the back of improved results for 
1998, culminating in reduced losses of $1.2m 
against $9.3m in 1997. R&D costs grew 9% 
last year, to $8.6m. 

VideoLogic expects royalties from its 
Dreamcast deal to take effect this quarter, on 
the back of the initial wave of sales in Japan. 
Some reports suggest sales of Dreamcast were 
slower than expected, with the projected 
figure of 500,000 units by the end of 1998 
being optimistic. 

VideoLogic is also supplying graphics 
technology for Sega’s Naomi system, on 
which House of the Dead 2 is now on the 
market. Some operators in Japan have 
reportedly complained, however, of the short 
space of time between the game’s release in 
the arcades and the home market. HOTD2 is 
due to hit Japan’s consumer market in March, 
giving operators just three months of 
uninterrupted revenue. 
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FERRIS DELIVERS FIRST 
. ‘UNIVERSE ARCADE’ UNITS 
® Ferris Productions (Phoenix, 
’ Arizona) has announced 
.. deals to deliver the first 
100 of its Universe 
Arcade systems to LBE 
centres, theatres, 
arcades and amusement 
€ centres throughout the 
United States. The system allows operators 
to offer PC games in a coin-op, play-for-play 
environment, and the first-generation units 
feature the combat game Sin from Ritual 
Entertainment. The units are being distributed 
as part of Ferris Productions’ revenue sharing 
programme. “This widespread installation 
should speed the ArcadePC movement and 
its acceptance along even faster,” said CEO 
Bob Ferris. “By allowing operators to 
immediately being taking advantage of 
exciting new games at no cost or risk, they 
can see firsthand just how popular and 
successful these systems will be.” The arcade 
systems are equipped with a 27” SVGA 
monitor, replaceable marquees, removable 
control panel, dedicated arcade audio system, 
Pentium Il PC and Ferris’ Universe Control 
Board, which allows games developed for PC’s 
to be used as arcade games. 


VIDEO DRIVING GAME CHAMPION 

East Grinstead, UK pub-goer Dean Williams 
is Mr Q’s new world video driving game 
champion. His trophy was presented by game 
show star Emma Steadman who launched the 
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competition in October. The prize is an 
expenses-paid trip for two to the 1999 


Monaco Grand Prix in Monte Carlo. 


NAMCO SCALES DOWN 

PRODUCTION IN UK 

Namco has confirmed the closure of its 
production plant in Acton, west London amid 
continuing concern over the health of the 
video industry. 


Namco’s European manufacturing will 
now be shifting increasingly to Ireland, where 
Atari has its plant, with some assembly being 
outsourced to Italy and Greece. The whole 
process will be overseen by technical director 
Jonathan Lister. 

European managing director Mike Nevin 
was keen to stress that although there had 
been in the region of 30 redundancies on 
the production floor, the engineering team 
had been preserved to handle overseas 
activity. “We never did everything in Acton, 
anyhow,” he said. 

Sega’s UK distributor Deith Leisure 
recently made a similar move, cutting its 
workshop team by two thirds and dispensing 
with manager Dave Rennie. Managing 
director Colin Mallery denied, however, that 
further rationalisation was imminent. “We're 
continually reviewing our policy, looking at 
where the market’s moving and how many 
people we've got,” he said. “It’s part of a 
consultation process and when we’ve got all 
the feedback we'll make any necessary 


GET CONNECTED 

We bring you special offers in every 

TimeOut Magazine. But now it is a 2 

monthly publication you are missing 

out on all these great deals and new 

product information every other 

month. Send us your email, fax and 
postal address details, and we will keep 
you up to date with what is going on. 


Send to “TimeOut Magazine; 
Email: 
marketing@coincascade.co.nz 
Fax: 03 338 1410 
Address: 
34 Birmingham Drive 
Addington 
Christchurch 


SEND US YOU DETAILS & 
WE WILL SEND YOU THE DEALS 


GENERAL NEWS 
As always February and March have proven 
to be the slowest two months of the year. 
The sustained period of warm weather 
throughout the country has provided the 
country with an extended summer, which 
most people have taken full advantage of. 
The loss of Easter as a separate holiday, 
and the earler scheduling of the first school 
holidays (due to the four term year) will 
determine that we may have fine weather for 
thefirst holiday period. As we are an indoor 
entertainment industry these factors will hurt 
us, but all we can do is pray for rain!! 
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QUEENSTOWN 

Welcome to Sue and Gary Renolds who have 
purchased “The Game Station” from Matt 
Gilligan (Auckland bean counter). We wish, 
Sue, Gary and Matt all the best in their new 
venture. 


AUCKLAND 

The new Civic project is full steam ahead in 
Auckland city. With 12 cinemas, a Planet 
Hollywood restaurant, an Imas theatre, bars 
and cafes, it is sure to be a huge draw card. 
Due to open in June/July the Civic will have 
a marked effect on entertainment in the 
Auckland city area. 


Two large Auckland operators have gone 
bankrupt, owning debts in excess of 
$800,000. 

Finance companies are chasing many 
machines, which are being sold to third 
parties or repossessed. 

News like this is no good for our industry. 


PALMERSTON NORTH 

Unfortunately Galaxy in Palmerston North 
has gone into receivership during March. It 
is sad to see such a well designed arcade go 
from the industry. 
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NEW PRODUCTS 


GROUND ZERO - LASERTRON 


Lasertron’s Ground Zero is a laser shooting 
gallery in which teams compete in a futuristic 
environment. Players score by firing at the 
opposing team’s Power Crystals - a direct hit 
deactivates them. Power Crystals can light up 
on the walls, or swing down from the ceiling 
or up from the floors, testing players’ speed 
and shooting ability. A digital scoreboard is 
constantly updated so teams can see who is 
winning. 


MAGICAL TRUCK 
ADVENTURE - SEGA 
Magical Truck 
Adventure is aimed 
at couples and 
women. Players 
navigate a railway 
cart over a number 
of tracks by pumping 
the cart’s handle up 
and down. Obstacles 
are negotiated by 
stamping on the 
pedals and pulling on the levers at the same 
time, which makes the cart tilt or jump. The 
aim is to stay ahead of comical villains who 
chase the players on a similar cart. 
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THRILL DRIVE - 
KONAMI 

Thrill Drive is the latest | 
driving game from 
Konami. The game 
utilises the company’s 
Hornet technology 
and up to four units 
can be linked. There is 
a choice of three} 
courses, one each i 


Europe, America and ~ 
Japan. Players pick one of a number of 
vehicles including trucks and buses. 
Accidents incur a heavy time penalty and 
players are given an analysis of their driving 
ability at the end of the game. 


ADDAMS FAMILY GENERATOR - NOVA 
PRODUCTIONS 

The latest novelty product from Nova 
Productions to follow 
the Shocker and 
Screamer chairs is The 
Addams Family 
Generator. Distributed 
in the UK by Brent 
Leisure, the machine is 
an upright version of 
the popular ‘electric 
shock’ products which 
challenge players to 
hold on to two metal 
bars which vibrate with 
increasing intensity. 
Described by Novaasa 
family version of the 
game, two players can 
use the machine at the 
same time by holding 
one bar each and 
joining hands. 


decisions.” 

Meanwhile Sega has heightened concern 
over its financial stability by setting out to 
raise ¥80bn through the issuing of 
convertible bonds in Europe. The company 
already has ¥150bn of bonds maturing in 
the next two years, and its latest issues - of 
¥30bn and ¥50bn - have life spans of seven 
and four years respectively. 


DREAMSVILLE OR REALITY 
Sega Enterprises has announced that it 
expects to sell four million Dreamcast units 
by the end of March 2000. Now that’s 
fightin’ talk for a company that is yet to reveal 
plans for the US market. When Dreamcast 
was released in Japan on 27 November, 
1998, the entire first shipment of 150,000 
machines sold out on the first day. The 
company has said that at the end of 
December it had sold 500,000, well on track 
to selling its estimate of one million units by 
the end of March 1999. All this despite the 
problems plaguing Dreamcast with release 
delays on various games. 

Currently Sega is setting up a big March 
release schedule, with a few blockbusters 
coming at the very end, March 25, to 
ensure a big push towards the goal. 
Titles include Marvel vs Capcom, Blue 
Stinger, House of the Dead 2 and 
Superspeed Racing. With this lineup, 
Sega should have little problem 
meeting one million in sales. Se 

However, since its release, 
Dreamcast has been plagued 
with delays on software and this 
is the only thing that could halt 
the company’s ambitions. It’s 
something that Sega may not 
have a lot of control over, since 
a majority of the titles coming 
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up are from third parties. 

In a unique marketing strategy, Toyota 
recently announced that it will being 
marketing a customised version of Sega’s 
Dreamcast at 160 affiliated dealers 
throughout Japan. They will be targeting 
younger customers, using the game console 
as an online tool to promote sales of its car 
products and to expand into the online sales 
market. The Toyota dealerships in Japan will 
be using the Dreamcasts as added value items 
that will be thrown in when customers 
purchase a new vehicle. 


SEGA TO DEBUT 

TOURNAMENT NETWORK 

Sega will launch its new video game 
tournament network this month at the ASI 
Show. Daytona 2 games on the show floor, 
as well as units at the GameWorks location in 
Las Vegas, will be connected to the system. 
_ The Sega tourney network will 
report scores to a central 
computer; players will be able 
to check a national scoreboard 
on the Internet which is 
updated every 15 minutes. 
Sega’s also going forward with 
plans to let players capture 
certain gameplay data on a 
card with their home 
Dreamcast systems, then go to 
¢ the arcade and use that data for 
coin-op play. Lots of new titles and 
more new technology is on the way 
from Sega. 
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SONY LAUNCHES ITS NEW 

GENERATION PLAYSTATION 

Sony Computer Entertainment has 
announced details of its next generation 
PlayStation, which it expects to release in 
Japan by this time next year. The PAL version 
is not expected until Christmas next year. 

Sony unveiled some of the technical 
specifications of the new machine at a 
function in Tokyo last week to mark the 
production of 50 million of the original 
PlayStation, which was released in December 
1994. 

Toshiba and Sony have jointly developed 
a 128-bit chip for use in the new machine. 
Sony says the new machine detailed imagery, 
even allowing the hair and clothes of virtual 
characters to be affected by the computer 
environment. 

Sony plans to make the new machine 
“backwards compatible” with existing 
PlayStation games. However, the new 
machine will not improve the performance 
of existing games. The new system will 
support both CD and DVD formats. It will 
play audio CD’s, as does the existing 
PlayStation, but it is not know yet whether it 
will play DVD movies. 

No details were released of games for the 
next generation player, but Sony expects to 
ship games development kits within the next 
two months. 

The new console uses Apple’s FireWire 
digital external bus, which supports data 
transfer rates of up to 400 million bits per 
second, and will support USB and PC cards 
(PCMCIA). The machine will be able to output 
to high definition TV’s and computer 
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monitors, as well as standard TV's. 

Sony says the central chip is more 
powerful than the Pentium Ill, driven by its 
full 128-bit architecture and with three times 
the floating point capacity. 

Sega introduced its 128-bit Dreamcast 
player in November. At the time analysts said 
its success depended on when Sony was able 
to get its 128-bit machine to the market. 

PlayStation’s main rival, the Nintendo 64 
machines, has sold just under 20 million units 
since its launch in 1996. 

On a corporate note, the PlayStation 
brand contributed 43 percent of Sony Corp’s 
operating profit last quarter. 

Courtesy The Press 


WAREHOUSE LEAD THE 

RETAIL RECOVERY 

The Warehouse Group has lifted its first half 
profit 37 percent to $37 million and declared 
a generous special dividend in addition to 
lifting its normal payout. 

But this was not good enough for some 
investors. Warehouse shares dipped 10c to 
745c yesterday after the strong result. 

Yet, excluding one-off costs, the result for 
the six months is just 3% under the last full 
year profit. 

“There’s a strong optimism factor in the 
Warehouse share price,” said Charlie 
Goodwin, a client adviser with JB Were and 
Son in Christchurch. 

He described the result as fitting his firm’s 
expectation. 

“But some analysts said it could surprise, 
and if it did it would be on the upside.” 

The directors have declared a fully tax- 
imputed special dividend of 18c a share. This 
is in addition to the interim dividend of 13c, 
also fully tax imputed. The previous first-half 
dividend was 6.5c. 

The person who bought Warehouse 
shares when the last full-year result was 


7) L.A MACHINEGUNS - SEGA 
Me Sega’s L.A. Machineguns is the 
: follow-up to Gun-Blade. The 
action is set in LAin 2005 and 
the player is pitted against a 
» militia of androids. The game 
‘ features the Al System which 
= means that no two games 
: should ever play the same 
and all but the final 
® level can be accessed 
at the beginning of 
the game, so the same level 
need not be cleared more than once. 


KELLY PACKARD‘S 
GOLDEN CUE - SEGA 
Sega Pinball Inc’s Kelly 
Packard’s Golden Cue 
will receive its first 
European outing at ATEI. 
Players are awarded 
bonus points for speed 
and~ efficiency in 
achieving six designated 
targets on the playfield 
in order that no 
one player stays on the table for too 
long. The overall scoring is kept (je 
close to encourage less experienced 
players. The game is also available 
in a non-tournament version. 


DANCING 
STAGE - f ) 


KONAMI 
Dancing Stage is : 
the latest in | 
Konami’s music- | 
based video 
products and 
takes its basic, 
theme from 


NEW PRODUCTS 


Beatmania. Players must ‘dance’ in time with 
the steps shown on the video screen, 
activating pressure sensitive pads on the 
machine’s floor unit. 

Released as Dance Dance Revolution in 
Japan the game can be played by up to two 
players at a time. There are three levels on 
difficulty. 


WHACK ‘N ALIEN - ICE 


Redemption machine Whack ‘n 
Alien is manufactured by ICE and 
available through Cromptons. 
~/ Resembling a spaceman face down 
on a trolley, the game encourages 
players to bash orange and yellow 
aliens as they randomly pop out 
of the spaceman’s back. Player’s 
must avoid hitting the red aliens 
which brings the round to an 
end. An operator adjustable 
~ amount of tickets is awarded to 
y the player depending on the 
score. 
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The long-awaited first release on Sega’s Naomi 
system is also the follow up to the cult shooting 
game of 1998: House of the Dead. 

This two player game follows on directly 
from the original and features many of the 
characters (and some of the bosses) from its 
predecessor. 

Gameplay remains similar to the original, 
although the impressive technical specifications 
of the Naomi board have allowed the 
development team to speed up the action and 
improve the graphics. 


GREG (AGE 24) ... A dedicated gamer who 
thinks nothing of having Sega’s new Dreamcast 
console Fed-Exed over from Japan so he can 
pose in front of his mates. 
| could go on for hours about the great 
graphics and how visually stunning the game 
is, but we expect that, especially this game is 
on the new, much-hyped Naomi board. But by 
the end of the game, it was me who was 
_ bored. 
; Sure, the zombies are impressive - they 
=» move quickly, seem realistic (or as realistic 
¥" as | imagine a zombie gets) and when they 
| come at you, you do find yourself 
» ducking away from the screen. But 
with such a strong technical 
capability, can’t Sega come up 
with more innovative ideas? 
It’s all very well to have 
a Storyline, however 
implausible (and let’s face it, 
% having “the most eminent 
financial mind” teaming up 
with the half-dead is fairly 
unlikely). But having the same 
‘~ creatures coming up again 
~ halfway through the game just 
smacks of a lack of imagination. | 
get the feeling Sega is milking the 
success of the first version here. 
HOTD2 is far more difficult, and 
although entertaining during the 
initial stages - when you’re 
fighting a variety of foes - by 
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the time you come up against the bosses, who 
take an inordinate amount of punishment 
before succumbing, you’ve lost a lot of patience 
and money. No doubt Sega had the latter in 
mind. 

All in all, it looks great but the game should 
have been more different. Score: 5/10 


KONRAD (AGED 19) ... Like all 19 year olds he 
can go all night and doesn’t like giving up on a 
game until it’s lying bloody and beaten in the 
corner. Arcades and coin-op are his manor. 

House of the Dead had to be one of the 
best games of last year (in fact, | think it was 
one of the best games of the last five). Rarely 
does a game have players jumping out of their 
skins when some denizen of the dark pops up 
unexpectedly to sink his fangs in. 

The atmosphere, along with an excellent 
storyline, some great gameplay and stunning 
graphics, combined to make this game a hit. 
So when | heard the news that Sega was 
releasing a sequel, | couldn’t wait to get to the 
arcade. 

Unfortunately, House of the Dead 2 does 
not live up to expectations. It’s not that it isn’t a 
good game - it’s just that it’s too similar to the 
original. I’m told that the graphics are better 
but, frankly, | couldn’t tell the difference (why 
does Sega spend so much time on the graphics 
and them make the gameplay so fast you can’t 
enjoy them?) 

Other than that, the monsters are a little 
faster and, unlike the original, few of them go 
down after a single headshot. It makes the game 
tougher, but in doing so it purposefully ignores 
some crucial zombie folklore - zombies ALWAYS 
die after you’ve shot them in the head! It was 
also annoying to find that nothing had been 
done about the bosses. In the original, killing 
the bosses takes some prolonged and repetitive 
action and it’s a little boring. Ditto for the sequel 
(apart from the guy who chases you around with 
the chainsaw - easily the game’s best sequence). 

HOTD2 is still a great game but it’s just too 
similar to the original and | think it will suffer 
because of this. Score: 7/10 


announced, in September would have paid 
A420c. 

The dividends and tax give a gross yield 
on that of 11% for the six months, equivalent 
to 22% a year. 

When the capital gain from the share 
price rising to yesterday’s close of 745c is 
included, the return is 88% for six months. 

Mr Tindall said the strong growth of the 
first-half was sustainable and the company 
looked forward to an excellent full year. 

The Warehouse’s share of sales in the 
department store sector has risen from 30% 
in first quarter of 1996 to 38.3% in the first 
quarter of 1999. 

Opportunities have been identified in 
clothing, electrical appliances, telephones, 
and parallel importing, which was 
instrumental in driving store traffic and sales 
growth in the latest half-year. 

By December 31 the Warehouse expects 
to have at least four new pharmacy stores, 
and is likely to enter the financial services 
market. It is evaluating Internet trading. 

Mr Tindall said the Warehouse could 
expand in New Zealand until 2002. After that 
it might look abroad. 

If it could not expand and pay the same 
rate of return, it might look at returning more 
capital to shareholders, as it did yesterday. 

The Warehouse is about to open its 70th 
store, in Fielding. 

The company is now benefiting from its 
second computer system, a data warehouse. 
The national data-collection system, which 
had hiccups when first introduced, has been 
performing well for several years. It sends 
data on to the data warehouse, where 
correlation’s and links are sought to track 
consumer demand. 

It has given the company a picture of 
national consumer behaviour, Mr Tindall 
says. Apart from obvious differences such as 
higher demand for gumboots in country 
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areas and sea-fishing gear on the coast, the 
analysis has shown New Zealand consumer 
tastes to be quite homogeneous. 

He said the Warehouse was maintaining, 
and would maintain, its national pricing 
policy, with the same prices for goods 
country-wide. 

“It’s part of our strength,” he said. 
Courtesy The Press 


WELLINGTON NEWS 
Coin Cascade sadly said 
goodbye to _ their 
popular Wellington area 
sales and operations 
manager Mike Cook, 
_ | who had been with the 
‘Wes company for 14 months 
when he was offered 
another job of greater 
personal significance that he could not turn 
down. Mike has gone from Pinball’s and Logic 
Boards to Play School and Ladybirds, yes Mike 
is now Officially a new mum! 

Mike has worked very hard at further 
developing Coin Cascade’s presence in the 
lower half of the north island, and his efforts 
are greatly appreciated by those he worked 
for and with. Mike has created some strong 
working relationships with other companies, 
and Coin Cascade will benefit from Mikes 
work in the years to come. 

Everyone from Coin Cascade and other 
industry people around the Wellington region 
will miss working with Mike. We wish you, 
you family, along with your new friends 
Barney the Dinosaur and the Bananas in 
Pajamas all the best in everything you do. 
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Having garnered fame as a popular Japanese 
cartoon series, Capcom is bringing Jojo’s 
Venture to arcade players this spring. JoJo’s 
Venture is Capcom’s latest addition to the 
company’s world famous line of 2D ng ee 
games. The game introduces the 
Stand attack system and boasts 
impressive graphics made possible 
by the capabilities of the CP-System 
Ill hardware. The game’s Stand 
attack system 
allows players to 
activate and 
control any 
character’s inner 
persona. This 
revolutionary 
feature lets F 
everyone from i : 
novice to hard-core players executive 
devastating fighting combinations. The 
Tandem attack, another distinct feature, is 
a super combo move allowing the player to 
programme the attack commands for his 
Stand persona, setting the ultimate special 
combo move in motion. During the Tandem 
attack, the main character can attack his 
opponent simultaneously. 

JoJo’s Venture introduces 11 new 
characters, each with their own special 
abilities. Jotaro takes pride in his precise 
accuracy and speed. His precision moves and 
swiftness render him invincible in close 
combat. Kakyoin has an impressive special 


move call Emerald Splash that shoots 
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countless bullets. Joseph is a veteran fighter 
with complete control and understanding of 
his Stand and Hamon (psychic energy). 
Alessy is addicted to the forbidden 
excitement of tyrannizing the inexperienced. 
Midler, the 
Mas et 1s 
transformable 
element, executes 
various killer 
transformations to 
devastate her 
opponents. 
Chaca is the 
spirit within 
the sword and 
once attacked, 
7 his sword will 
remember 
and not fall for 
the same 
attack again. 
Dio is an emperor of the dark that rose from 
the dead after 100 years and possesses the 
power to control time. Iggi is a stray beast 
with high hopes whose Stand has the 
superior power to levitate and/or submerge 
into the ground. Polnareff is a dude who 
subscribes to the code of the Knight's of 
Yesteryear. He survives with his lightening 
speed and swordsmanship. D’bo, master of 
trickery, intentionally waits for the first attack 
and comes back with vengeance. Avdol, uses 
a flame attack hot enough to melt steel and 
reduce his enemies to ash. 


Capcom says it uses “the immense power of 
Sega’s new Naomi board ... to provide players 
with highly advanced graphics in both 
character and environment design, and yield 
high-paced, instinctive game control.” 
Gameplay calls for cunning strategy and quick 
reflexes as players characters battle each other 
to collect “power stones” in beautifully 
landscaped, interactive 3D environments (by 
the way, a home version for the Sega 
Dreamcast game console is in development). 
Once a player obtains three stones, they 
are transformed into a super being who can 
execute “power drive” and “power fusion” 
moves. These moves are crushing super 
moves that can be executed with the touch 
of a button. The 3D backgrounds allow 
players to pick up items in the environment 
to use as a dangerous weapon against their 
opponent. Character can grab a light post, 
pick up a barrel, or run up a wall to execute 
high-powered attacks. “Detailed 3D 
characters provide depth and add a sense of 
realism never before seen,” execs promise. 
Power Stone features eight all-new and 
very mysterious characters. Falcon is a 
gentleman from England who specialises in 
boxing. Ryoma is Samurai from Japan who 
fights with a Samurai sword. Wang Tang is a 
Chinese martial artist with lightning-fast 
moves. Jack, modeled after the infamous “Jack 
the Ripper,” is a murderer from England 


wielding a knife. Gunrock is a gigantic fighter 
from Brazil who works in a coal mine and 
relies on his awesome strength. Galuda is an 
Indian from Western America and a master 
of wrestling holds and attacks. Ayame is a 
headstrong woman from a powerful ninja 
family in Japan who uses acrobatic skills to 
defeat opponents. Rouge is a fortuneteller 
from Arabia who uses magical powers to 
control fire to destroy an enemy. 

“Power Stone is truly a work of art,” says 
Steve Blattspieler, Capcom Coin-op’s vice 
president sales and marketing. “We believe 
this title surpasses any fighting game with 
exceptional graphics and distinct gameplay. 
Its revolutionary features will challenge all 
levels of players and force other game 
developers to rethink how fighting games are 
designed. Expectations are high for our first 
generation of Naomi titles, and Power Stone 
delivers!” 

Naomi is able to process superior graphics 
by utilising the Power VR2. The highly 
advanced graphics engine utilizes 32- 
megabytes main memory and 16-megabyte 
graphics of video processing power. Naomi 
provides developers advanced techniques 
like bump mapping, tri-linear filtering, anti- 
aliasing and spectacular effects. This allows 
designers to incorporate seamless polygons, 
superb light-sourcing and flawless rendering. 
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Las Vegas ASI ’9 
Booth #1071 
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CGLASSIFIEDS 


1x Super SF2, 26” upright, Neo Print $13,000 | Over Rev 29” Twin $17,500 
Final Lap 3, twin sitdown, | micro coin $1,800 Out Runners Twin 26” $7,400 | Prop Cycle 50” DX $9,500 
NRI mechs $1,500 | 1x TMNT 4 player, 26” upright $1,000 Prop Cycle 50” $15,000 | Puzzle Bobble $250 
Point Blank, 26” dedicated, 1x Neo Geo 2 slot, 26” upright, San Francisco Rush Twin $18,800 | Rad Mobile Super Special $2,600 
mars mechs $4,500 | wood grain $1,500 Stamp Club $6,000 | Rad Rally Twin Super Special $2,600 
Mortal Kombat $250 | 4x SF2 Hyper, 20” simco wood grain $600 } Touchmaster $4,750 | Rapid River 50” DX $25,000 
Puzzle Bobble $300 | 5x SF2 3 types, 20” black, 2 player $500 | Tokyo Wars 26” Twin $18,900 | Rave Racer 33” Twin $8,000 
SFIl $200 | 1x Operation Wolf, 20” wood grain $900 ! Rave Racer 26” Twin 1996 $11,500 
Block Out $200 | 15x 20” mixed games, 500 wide $300 PINBALLS FOR SALE Road Riot Twin $4,000 
Galaga $250 PH BRUCE OR DIANNE 06 754 7224 NBA Fastbreak $4,400 | Stadium Cross Twin $6,000 
World Cup $250 Roadshow $1,840 | Star Wars 50” DX $9,800 
Raiden $250 Q FOR SALE — Scared Stiff $3,800 | Street Fighter 3 Complete $1,800 
PH LES QUINN 09 416 5653 Assorted games as new, older tall Star Trek $1,800 | Super Gem Fighter (B) $1,000 
OR 025 763 660 cabinets (working) $500 The Shadow $1,900 | T-Mek Twin $5,500 
White Water Rafting $1,200 | Tekken 2 $900 
SALE | YMPLETE L Flying Shark - vertical Who Dunnit $2,500 | Virtua Racer Twin 26” $6,500 
Soccer Table Model Vapour Trail - vertical World Cup Soccer $1,800 | Virtua Racer Twin 40” Mover $11,000 
Lethal Enforcer Black Dragon - vertical Arabian Nights $3,800 | Virtual On Twin 29” $9,800 
Bad Lands Dedicated Dragon Ninja Attack From Mars $2,900 | Zero Point Kit $1,800 
Cruisin’ USA Single Upright Dynasty Wars Flintstones $1,600 | Viper Phase $450 
Streetfighter v X-Men 50” Alien Storm Indiana Jones $1,390 PH KEN OR MIKE 04 389 3919 
Jurassic Park Pinball Tetris PH GARTH 03 338 1411 
Whitewater Pinball Captain Silver “| 2 
Operation Wolf Dedicated Any resonable offer considered WJ. IF YOU HAVE 
Bubble Bubble CONTACT LANCE PO BOX 1707 1 Slots with games $350 
Golf - Table Model | ROTORUA Air Combat 22 50” DX $11,000 ANYTHING TO PUT 
$10,000 for the ten games ‘ Alien the Gun Kit $1,700 INTO THE TIMEOUT 
PH JON FRIIS 07 575 9105 FOR S/ , Dangerous Curves Twin $10,000 MAGAZINE 
OR 025 930 131 Alpine Racer 1 50”, 60” $14,000 ij Dead or Alive $1,900 e INDUSTRY NEWS 
Air Hockey Game Master $3,400 Desert Tank 50” DX $10,000 
a. ALE - Cruisin’ World 29” Twin $14,900 Ergiez Namco 1998 $2,000 ¢ CLASSIFIEDS 
3x Neo Geo 2 slot, 26” ces Daytona Single 50” $14,900 GTi Club Twin $15,000 ¢ NEW ZEALAND 
NRI mech $2,500 | Final Furlong $28,900 Killer Instinct 1 $1,500 NEWS 
1x SF2 Hyper, 26” upright, GTi Club Twin $15,00 Killer Instinct 2 $2,000 FAX IT TO MARK ON 
aa mech ; | $1,800 Hot Rod ia $1,900 Manx TT Twin 29 $13,000 03 338 1410 
x SF2 Hyper 26” upright red, Jet Wave 50 $16,400 Metal Slug $300 
NRI mech $1,800 | Moto Cross Go $28,400 Neo Print $14,500 


